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WARNING: READ EEFORE USING YOUR PLAYSTATION® GAME CONSOLE, 

A very small percentage of individuals nay experience epileptic seizures when exposed to certain ght 
patterns or flashing lights. Exposure to certain patterns or backgrounds on a television screen or while 
playing video games, including games played on the PlayStation game console, may Induce an epilep¬ 
tic seizure in these individuals. Certain conditions may induce previously undetected epileptic symp¬ 
toms ever in persons who have no history of prior seizures or epi epsy. If you, or anyone in your in mi 
ly, has an epileptic condition, consult your physician prior to playing, If you experience any of the fal¬ 
lowing symptoms while playing a video game - dizziness, altered vision eye o” muscle twitches, loss 
of awareness, disorientation, any involuntary movement, or convulsions- IMMEDIATELY discontinue 
use and consult your physician before resuming play. 

WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Do rot connect your PlayStation game console to a projection TV without first consulting the .ser man¬ 
ual for your projection TV, unless t is of the LCD type. Otherwise, if may permanently carnage your TV 
screen. 

USE OF UNOFFICIAL PRODUCT: 

The use of unofficial products and per pherais may canage your PlayStation game console and i rival - 
date your console warranty. 


HANDLING YOUR PLAYSTATION DISC: 

* Tnis compact disc is intended for use only with the PlayStation ca.no console. 

* Do not bene it, crush it or submerge it in liquids. 

* Do not leave it in direct sunlight or near a radiator or other source ol heat. 

* Be sure to take an occasional res: break during extended play. 

* Keep this compact disc clean. Always hold the disc hy the edges and keep it in its protective case 
when not in use. Glean the disc with a linl-free, soft, dry cloth, wiping In straight lines from center 
to outer edge. Never use solvents or abrasive cleaners. 
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Krow you of the voyage of Valdemar? Where planets y eld ttnair terikle secrets and 
creatures from archer time devour the stars in the night sky. Where future trlfces utter 
your raiTTD as legend. Where nightmares h dI d ro fear, as Lhe living is the darkness. 
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Set up your Console according to the Instructions :n Its Instruction Manual. Insert the COLONY WARS RED 
SUN disc and close tl-.e disc cover. 

Tjrn the Console ON nt the PO VVFf =■: bu;br. JL is zcv'sec that you do not insert or remove :jer.:j-it»raU er 
MEMORY CARDS once the powe- is tamed on. 

r,(la<e sme there are srnugf fi-jse blocks on your MEMORY CARD before com mere rg oley. 

PLEASE NOTE: all screenshots, fur this manual hav# ueei '.aken from the English version of ohis gams. 

screenshots might have been taken freir pre-completion screens that differ slightly from '-base In the 
itils'lleol game 

Ilierc arc a nciThe r tr cinematic secuences throe ghou; COLD NY WARS RED SUN which can oc ski oped by 
pressing the harten or Iht © bu:tx 
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■O^ir^cs 'T^HH£= cf<u£=i^jrr\ti^^s r=irs/=iL^G?^ cor<T , r70i_i_-er7 

Control yeur craft with the precision aiio expertise guaranteed by the DUALS HDCK : ‘' analog controller. 
De'iveHng the accuracy of analog control, the DUALsROCK ''‘analog control or lets you feel the impact of space 
battle w:it:n used with the vibral on bnciicn turned C M. In addition to the regular game cc-iLroIr, us? the Left 
slic-c of me □UALSHOCK" 1 ' Analog Controller to Steer Ms craft, 



R 2 :! ■• to ■' VfiolI rib -it 

f ijublr ’itpji 
R J D Jttorv 

Throsi afterburn 

Rl EuitaryThrust 

Tarfsi togg f.\ 

Triangle p. nr,in 

Si ' ■ i. trim iry wu-jjjoiy 1 
Square Bultori 

Sel I m :.i iriri. : >-> v. • non 
" ire secondary weapon tho J), 
C -lIl: Button 
Fire p- mary wtaporV 
X Butea-r 


LI Jutlor .'Roll left 
(•inuhls lap) 

Ll BttlaVftsversea*terbum 


Ll Sutbn'RertrK 


s— Divs 

DKl|i ni| | Bank ri 
Bi E1--S 


Left Analog Slit-'-: 

5User ■: i;: -.vhe i' 1 Anal ■■ Mrae* 



























The internal cockpit ; t'ne c.efa: jI t viewpoint. 5 r@SS the button, when ln-oame, :o choose other 
! U P vlewpolnts. 

Astrc^Con Shins" Systems (ACS5) slarlrfcirtt HUO: 



View shown: External 

1 Conns Window: This s v. .e-t ho k-conur mi cations fron 


3 Direct! on a I T^ics-i Finder: i|-p u ! recti uni meet hi lder i 
a tr -crosshair which shows where- your primary weapons 
Will h t. Akol nd this crcssnair is a ring c- dots which 
expand anci contract depending cn th? v-:t p-::-skicn 
and distance of Inc nearest ob ; ccL (or locked target;. 

An arrow will point in the direction of the target if it's 
moving off screen. 


2 Timer: Only displayed dur no time-f rnited missions. 


a lies er enemies wil aopear. _ Tsi v speech will appear as 
text fo- hcrea¥?d clarity, Gcwiionally mss-sayes; wi I 
appear without speech ur a hulu irikvje, ihtse wll usually 
be miss or prompts from yenr onboard il'SS Artificial 
fnt>=-l igerce U nr. 


4 Target Reticule: The TargeL Reticule identifies the nearest object to your crosshair,, Displaying tS' a legiance, 
Green (friendly^-, Yellow (neutral! or Red ieremy:-, arrl its direction of travel fsnewn by the smaller reticule in 
front of itL The position of this reticule has aeen calibrated' so that shots frerl a: it shou d hit the object. 

]f there is no smaller reticule., the objec: is eithe- statorary, or heading directly away from, or towards you. 
“lie reticule will be P mol? in cc or 'f yoi have locked n to this object as a target. \y otne- objects w l oe 
picked up while the rol.iL-ule h target lockod-on an object. Guided missiles will only he effective if fired at a 
target locked objec:. 

5 System information: Th's purple text informs you about routine ope rations, shields rdsterred, grapple attached 
and so or. You siy-uid keen ar eyr ■ i; these ressages. 

k Lock On: This is a warning message. It will flash up when your ship has beo?i lockoo ento by a powerful tar- 
apt ig systen, l- j« !y that of an Ac in.rabad Defense unit. When it flashes, it is advisable lo check 
your surroundings. 

7 Incoming: This 's a warping message. It will fiash up when a ir ssile has been launched ard | clcs nq on your 
ship, i gives you rim- tc launch a f:s ■:, or lake evasive- £.otiori. 

B Shields: Tils is a warning message- It will fla$i up wh?n your shields are about to fail as a result of damage 
sustained. The message U ":RJ - ICAL" will flash up in this nosit'or instead when your ship's hull is ahuuL Lo he 









9 Overheat: This h a warning message, h will flash up wner you' shin's systems are overheating, due to rap d 
firing or weapon systems or prolonged use of yc.ir Afterburners. Affected systems wil at uni I they a»o: ntf 
slightly. While overheated you wi I net oe a ole to use Afterburners or fire ^rirrary Weapons. 

10 Rada- - : This shews the relative positions and ufleglanct colons of all the oojeds fr you-- vium Ly. Objects dis¬ 
played as triangles, pcin: upwarcs if the object is n front of you, and point dow.wa.rd if It s behind you. 
Eneiry craft appear as redj while frienoly craft appear g'-eeri, and neutral are yal Pw, A triangle with a bos 
around ft, Corresponds with I hi: uojtxl curmitly in your Uiryei relic ulc. If ant at Lheie ilerns uulureLl purple 
Ibis lienutei L!idi yun I ave locked on tc it as a target object 

1' SftisW/HtiH Motor: tils bar donates the state of youx shields and hull. The green ir the bar reoresellts you^ 
shields, th s wi I decrease as you receive damage however they will recharge overt me. Beneath this is a rec 
bar which represents your hull, this too Will decrease us you take damage, but Will not repair Itse f. 

12 Speed: This bar denotes your ship's speed, either forwards or in reverse. The bar is purp e when you are 
traveling f&i'WO.hds and bine when In reverse.. The icon to the left w'll also f ip to denote the direction you 
are travel inn. 

13 Heatup Vie ter: “he Heatup Meter displays the amount of heat generated by weapon usage and Afterburner 
use. The 'line-' the mete' the more damage be iq dore to your ship's systems 

14 Prina y Wsaoor" “his text shows tie Primary Weapon currently selected and active. 


13 Primary Weapon Icon; This 
to refe eice way. 


cor denotes the Pr nary Weapon currerdy selectee aic active, n a quicx, easy 


lb Hare-pants F led: his numoer denotes tie amount of weapons of that type installed and active on your sh p 
in this case three laser UK l: i weapons, 

17 Targe: Slielb/H Jd Meier This bar denotes the state of the Shields and hull of the object currently hn tie 
Targes Reticule or Taro el Locked- Tie object's shields- are represented by the green In the bar and will dimin¬ 
ish as damage Is taken, Tie object's hull is represented beneath this by a red barj which wilt also decrease as 
it calces damage, 

IS "urge: Information; I h \ box rete'5 to the object currently n the Target Reticule or Target Locked It slows 
information such <:*> the altegiar.ee, class and stale cr lied I Lit of tl e t-jrgsl. 

19 Secondary Weapon: Displays Lhe Secondary Weapon currently selected and active- 


20 Secondary Weapon Icon; Displays this Secondary Weapon currently seletter and active, in a quick and easy 
Lo reft- -er ill way. 

21 Amc-iinl Loaded: This dumber denotes the amount of that type uT Secondary Weapon loaded and T?sdy 
to jse/ffre. 






misrNa 

LJ&l- Lie ilirtcttfirts! buttons to highlight an cptioi,. then press the © b Jttrn tc ‘:"'i"""i ■ i'. la -nur to :h.t previ¬ 
ous men j screen v/hlio jt a -rep* rg Ary nations changes, press the Q button. 

After o short introelucte-y movie, the Wain ITenjwi I be displayed. 




OG ON 


TRAINING MISSIONS 
OPTIONS 
RESTART SAME 
CREUI S 



go to Lcgor ?■/eriu 

go to Training Mis; on; Venu 

go to Options You 

use this option to begin again 

view T he team c redds 


L^-£~?c3c=5r^ rrit=r>iCj 

MISSION SELECTION 



For each solar system, the available missions will be displayed on 
the bars in the top right hand comer of the semi* Voj car attempt 
any cf those missions in any ontler. As you complete each assign 
mu it. more missions will be displayed, until tie amn-int of work 
availahl? In that solar system has dried up, or you have moved cm, 
-rf.;s the © button on any of the miss on oar; to rate ve a fu 
Mission Briefs whilen will be displayed in toe left-hand box. The 
Mission Brief gives you cl I the information you need :c complete the 
mission. Your mission objectives.will be highlighted, Al i*s ur ene¬ 
mies will he displayed n Lh* low nr jcx wth a reference 
pit-Uie and extra in-Vrration, 


Select < < L AU N C H > > tc eurur-rienc* you- chosen miss i or . Select <<DECLINE MISSION^ 
wish -n engayt in combat. Seleit <t < PA L ! S E BRIEF:--to stop tie hr afing text mltl-flow. 



r you co net 


■ min 


















Select < < CO NT l FJ U -> > tn rEsu.-n* the bri&fing text flew. Sele:t < <RESET B'RIEF>> to read the m ssign 
brief again from the start. In assignments that squire soecific equipment, yog Will need ".hose items before you 
tan begin the mission. Declining the mission will allow ycu to leave the Mission Selection screen, purchase the 
reqLf'retf items in tie Upgrade Parts screen, ard then return. Vwr Credits (CRJ are displayed to the left of the 
mission bars. The figures represent the contract price that you w II lit* paid on successful completion of the mis- 
sion. During the game, The General will act as yuur guide. He will prompt you and advise you. Certain missions 
Will feature The General-5. Eng ram Link, in the bottom left Iocs. These miss: or s 'will fc-ing you closer to you^ 
eventual destiny, but they are mere challenging and sioulri only b-e attempted when you are confident that you 
I ave enough experience and equipment tc make your rrark 


UPGRADE ~ J AFT$ 


2 •-- t — 


When tic money you earn from comp eting m ssims starts tg roll in, you :an uograde certain parts of ycur craft 
for superior performance. On each craft- you have access tc a number of 'hard-points'. You can attach weapons 

to the hard-oc nts.The bettor tie craft, tie mare hard-points It wi I 
possess and the greater choice you will have when it comes to attach¬ 
ing- weapons and upgrades The eft-hand box contains a number cf 
circles that represent the SWOfffifrie Ha-d-points *or your craft (these 
vary frem ship to ship). 

If they are ■* use, they will show an ten con and the tem rurnc. 
Yot'ava L-.i c credits arc deployed in the oof.om right. 

Select -=: VI £ VJ S T 0 C K IT E V 3 > > t □ c i sp I ay t he i tens ava i I a b le 
to ouy. Th sse terns change as you p re grass Iren system to system 
a ic i isir availal: -Ly is a fleeted by ycur rat rg. Teg gif If: and ght 
to show the different terns thei name, descr 'ten sne pr'cc. You 
earner icy or sc I in this mods so press the © button to exit. To sell 
an Lem from, a hare-pm it, ' elect < ■•■ $ UL HARD-POINT ITEM >>. lie first I arc point w then I ash a ic the 
sale value wi I be shown in the box at the bottom. Toggle left and right Through th* hard-points until you reach 
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e you want ic. se I ard pnress tie © button to sell it. ihe credits Wi I thOti be deposited in you-" account. 


To buy an tom select <.< EQUIP HARD POINT ITEWi>>, The first hard-poinl will flash; Toggle left ard right 
through the hard points :u equip s hard- point and i-vess Lbe © button to access the menu of available items yjoai 
car’ h r| li ip :u iL 

Toggle left and right to select the tern and press the © button tc buy i:. If you don't hav* the aval I at e funds to 
buy an item, the price will be dlsp eyed in red and you w II no: be able tc sc yet the item 
(MOTE; miss ks.'torpedocs/flares are a special case. Multiple missiles cf the same tyoe can occupy cne 
hand-pain I, so you can equip a hard-point which has a type of mUsilu in iL by simply [jntssiriy die © UuLlcn fer 
each additions- missile), The cuit of <sny items oouglrL are decuc:ec from your credits and the item appeals on 
Lie hard-point. 






Yen Cc.i ih 2 n logrjir to tie next hard-palnt :c buy more iters. Atte • a I re buying and s?l ing is cone., you :no 
choose to atcep: or decline the trade or press the (■) button to reset. 

As you make progress, the fissions get bander and to Stand a chance you 
is?:] 11 y :,-iculd invest ,r superior craft Superior- craft have bc.Ler speeds, 
sleeker acceleration and extra hard-points tor weapon upgrades. 

I -in .. pgrade Ship Screen rasp av« Mv- current ship frame . m tv -reiri-- 
.value.' The eight circles ir the center represent, hard-points. The number of 
high irntrcl hs-J po its rep esentthe amount of nard ooints available on 
this ship type A rotat rg model of the sHn is Shav.r a II ■ top i: -- cf ton 
screer above a status tar. T ic status bar -coresents the ability ci the ship: 
H _ - Maximum Hull 
SH Maximum oh sldn 
SP - Max mum Speed 

HI =- Ship's Heat Sink Value (for cooling down overheating engines and 
pr -nary -.veapons-i 


UPGRADE SH.p 



Togg e between the availab e craft to display toe name of eaci craft. Its price and status bar. Tic price shown Is 
the tr£de-in value (you can only have one ship at a l me - the value of your own ship is deducted frpril thgrt of the 
new model prior to :he once being calculated), Highlight any of the craft and p^ess the © button to dsulay its 
deta Is and give you the npticn tc accept nr tie dine trade, n Elect < < V ] E W CURR ENT> > Lc rt.lirl to your 
CUr-ei'iL ship. 


MEMORY CARD MENU 



NCTE: it it advised that you do not in sen <A remove MEMORY CARDS 
once the oc w has been turned on, Make si; e you nave enough- h ?5 
blocks on yo j-- r-. r i. P/iO-RY CARD before commencing p ay. 

LOAD 

To load a prevttju-sly saved game, make sure you have a MEMORY CARD 
inserted coridii CGLOMY WARS RED SUN data. Use L ie © bu:- 
Lc-r L> se-ect < < !_QAD> >, then use the eft and right drectonal buttons 
to select the MEMORY CARD slot you wane to lo-sd from. Then u$o the up 
anti down uirectiorial buttons Lc highlight a COLONY WARS RED SUN 
saved game. Hral y iress rhe © hurt or to Inad the f: <?.. 


SAVE 



To save your progress, make mrc ypL nave a M [ MQRY CARD ir scried that contains at least one tree bicck Use 
the © button to select ^;SAtf£> > v ther use the left and r-ight nineclmnal blrttons to select the Mh MORY 
:ARlT slot ynu want to save to. 











Then use i v j:i and dawn directian .1 buLL-srs 10 hiohirglit a MEMORY CARO- I: cc< (a'lasb'-c blue box si^nif 53 
Aft tfrnpty M 5 T-/:DRV CARD blork> and press 1 the © Dutton 10 confirm, Ar alphabet dHe W I! ft* dispteyefc whert 
ypu can er:e r your name using the directional buttons. Press the © button to accept each character, then high 
light <<EME>> and press thu ©bLttor to initiate the save, 

DCLCTC 

You car a 50 ce-ete previously saved games in thv W D VCR v CARD menu. Use the © outten tc se ect 
'< ^.DELETE >>, thcr use the :eFt and right direct'oral buttons tc se ect the MEMORY CARO slot you want to 
delete from. Then use the up and down directional buttons to highiighL a MEMORY CARD block and pt:ss L ie 
© button tv select it Finally, Lbu li.1 1 Lu 11 Lu cor fir 1 } at you wish Lc delete Lne data displayed. 


'T'r=7^=ur^irN^; 

CRAFT HANDLING LXLKCtSE 

Get accustomed to the craft and do as you a-e told. Your tutor will fail you If you deviate from the set path or 
ignore your missions during the craft handling r Morrises. Use the left and right directional buttons tc bank your 
craft oft nr r y ii i sc the up e recltonal button tc t ve and the dowi d reel dial button to c I mb. The _2 ard R 2 
buttons v;il roll ycur craft to the left and right respect vely, Engage maximum thrust sftergurn by do-ibe Up¬ 
ping the R 1 fforward thrust) or ll .{ffVSrssi bu:tir«. Afterburners cut cut after & limited period of use. 

TACTICAL EXERCISES 

Drome Probes provide the deep space opposition fodder in "this tactical weapons exercise. FelEwv the on-screen 
instructions and try not to get <iiled. REM EMBER: your on-board Hole-Radar will identify enemy craft as RED, 
neuir&l uj YELLOW, ard a ies as GREEK. 

£3F= , T'iDms : menu 

CONTROLS 

Chcose from six different contra Her configurations via the < <C HANG E SETTING-- > option. Use the © but¬ 
ton to toggle the Vibration Function pf the DUAL S CCI-- " analog controller QN o- CFF. F rally Yyh Ighi 
either < < ACCEPT CHAR GEE > > ar <<DE£LIWE CflANGES>> and press the © button to return to the 
Options Menu 

AUDIO 

You can ahe" the following optiens: '<< MUSIC V 0 ^UME'->>, < S FX VULUV 1 E>>, < ^-SPEECH VOL¬ 

UME :> '■> or << SO LIN'D M 0 DE>>. Highlight each option and press Lite © button Then use the leF: ard right 
directional buttons to adjust the setting grid finally press -l e © button to confirm. 



VIDEO 


CENTER SCREEN Ise ‘he dire: Moral buttons to position tne screen to your satisfaction and press thn 
© button to confirm. 

MOVIES ■ Tne re are a number of cinematic sequences throughout COLONY WARS til REI> SUN. IJ$e iNf left 
and riyti JEr&cL :?r j; buLlor'is Lj '.Urr'i L' i j : i! on O' 0 f. 

VIEWPORT - Use the lc ; t and right directional buttons to select frcr <<INTERNAL> <^£XTER 
NAL>> Or -- '-C0CKP[T>>, This view will become your default in game viewu&nt, 

continue 

Centime tie ci 'clt rn :.ir . 

QUIT 

Choose <<M0 » to return to ch? In-Gane Pause \'lenir r Choose «YES>> to return to the Main Menu. 

AUDIO OPTIONS 

Use :he up and tfowr directional buttons :o highlight <<MISJC VCLU ME, SFX VOLU VIh or SPEECH VCL- 
UME>>V Then use the left direct bona button re decrease or toe right eirtctton-al bLl:oo to increase the volume 
evel. Highlight c <SOUND M 0 D E > >, then use the left and fight direct'oral outsons to choose either 
< < VIC NO, STEREO orDCLBYSURROUND>.=■ sound Fir. 3 1 v press tne © button to- confi -rr yuur set.ings 
c-rir: return -.u the ir-Crjrr!:r Pause Menu. 

RESTART MISSION 

Choose NO to return to the In-Game Pause Menu, Choose YES to go back to the Lee nrdrg o r tl e 
current rr sslo-i. 

VIBRATION 

Press the © button to toggle the yitrat'cn function 0-t thfc DUAL SHOCK an a log centre Her On or Off. 


As you successfully complete each mission, the ceb"i?fing text,, in the left-hand column, wiil display your current 
status, Choose <<PAU$S DEBR1EF» to halt the texL rtvd-flcw w < -:C0NT]NUE>-> to resume the de'orief. 
<c RESET DEBRIEF>> repeats the whole communication and < <EX1T 0ESRIEF>> takes you back to the 
home station screen. Your current << RATING >> will be displayed in the bottom right-nancf corner, as will 
yc-or <<KIL^S>> ratio ard your total number of <<CfREf}JTS> > amassed over the r.nurse of ihc game. 
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Certain weapons only unlocked by rankinj. CerLa n weapons are unlocked by chea 

_as?r n< , Mngrnh-rl' (ymtrlj 
3 SI 'nr [.:t a I 

"Your inexpensive armament §c utten." 

Damages shi&lcs uric I ul . 

Laser mk 1 • tgr-sen) 
vOtua Systems ij<4 

'■'As -ecommended by he Thuntiei'lwwl Association." 

Extra damage to '■ih d:l\ and hull 

Laser mk [Jl (yreen) 

S-ilvgrain Bearr aster iV 
"Ti e Cha :e of Aces." 

Doub - Ts -damage ta silkies and hul . 

Snielc Laser mk (blue! 

Fahreiheit Cutting Edge 
" Res a Ivec," 

Ca lapses shie us. hut doe^ m hull damage. 

Shield _£=ey n< j. 

Arctu 'is Adept £ ? 

"The Shield killer/' 

Make sure you haw ar anti-hul weapon as well. 

Hull Laser mk I A-ftIJ 
H n I rync VI A 0 Ar rOo ‘l ±&d 
"A-'Fondab e power and pero-mante, ■' 

E r ha ace d hull damage,, bu: i ttl <:• f-fec L an a i n; l si c I -Is. 

Hull Laser mk; II (red) 

Jb L-a Systems BY9 

"Simp y th? aes:. says Gun Jockey Magyar h." 

Ekf" ailfinT a j 11 a a mat; e, but st I dcc ■ against shields. 


S'jpcrCOCdcd GF :.£■ r Cc r ^2 ? n :■ 

Halcyon Q.38 Spesroc- r- 
■'ie iah f ••: i:s-w«r - anyivhere, anytime." 
laser -iv.ee w th .oc hg systems. ho heatup, no cutout. 

S jfK r :c ilcd AS _aser L cel 
Fahrenheit 'Jo tWinc 
"Ctum posed." 

Ar t -shie d laser fitted with ccoling sy^iKmi. 

$ u pa rcc u I ec A11 Lase r (red) 

Jelua Systems 12YQ 
"9/1 D Mr-: :-iiijr t:S a refer J(? ua.' 

Anti hu I aser fitted with cool 19 systems. 

Gauss Gun 

Syr nilrii:h Mitrii ifcLSe 
"Damages hull through enemy shie d$.‘ 

Redes on high rats? cf f 1:; it offset low da mage. 

Scaf-e 1 - Sun 
S i I v? ■ £ i n Rapt e oath E ] 

"Compensates for poor accuracy with high rate of ffre.^ 

Dai age:- shir Hs •« J n : bin causes heatuo too 

O Plasma Cannon 

A-: -ur s Ar::1 1 1 ■ iOeI 'i'i 

' Heavy carnage tc ship ds ard at I, bast ised against sow targets " 
Lengthy charge time nwes dcgfig.it:ng tricky,, anc ijausei? heatup. 

BFG Primary 
-.alcycn R.A5 Gcdhammer 

''All craft in area of effect suffer missive shields anc hu I damage," 
WAR?yIMG- drains shield eiergy while charging. 

Sha^Har Aro.ve^pnn 
&h,o J Har H Hfwhip 

' Short ranged, : ol lethal against shields aid hull,'' 

A.ikm atica y seeks and tracks reg-est target. 
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Grapple G Jr" 

Ddapr nr )TI ?>" Kuivtjrip 
■'Demanding mission? Demand Delapdme." 

Al 3ws capture and towing of target ci=r;. 

Cooling Vents 
Fa -i ren ho it I u ibn C h i I 
■lficer.-. 1 '' 

Boosted exhaust soils airs pate heat mono mpidly. 

Heat Silks 

Dstaprime DUH3A -eateuter 

"Cun'L stand Hie ftpatt? Demand Delaprime."' 

Enhances overall I'err capacity of f clv^r. 

Recharge Boost 

[/ a _IH ril ft :: i i G U 2 Qu kward 

,iV cji- lov. cost shielding soiuojcn'■ 

Improves spree of shie d recovery 

£ iielc Maximiser Orange; 

Deep-ire DS h/^ H Stonewall 

■'lie os In the ~iu H? Demand Delap rime," 

]rvc'eases overall sh eld ntegrity. 

Sl.m M'ssile CBI ie, 

Genemer o - 2 0 f; l 

'Hirimobiliies target craft for a few cr deal seconds, 

.arcer ships s e mo f resistor. Guldsl 

Jamma fissile (Pink) 

N s jt 3 -if fast b ... M -1U r 

1,1 Concentrates target snutdowi in weapons systems for prolonged effect," 
Craft will remain mobile,, howevert Guidec. 

Stum Torpedo 
Synodedi Tourrnente 
[mmooilizes larger targets, for longs;-." 

Ur guided, weapon with ro kck/seek function. 
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I wo-Ha rl Misst a 
Jelua-Halcyon ReUllator 
"THE One-S-it- Kill/' 

Twin (juitlcc missiles attacking target':? shields tjwn Hull. 

? asma Mlssf e (purple) 

^Hnelien Cnlararln 

"£. r.‘nsTRrplijcfi ditjfight nirvana / 4 

Guided missile causing heavy sMn d and hull damaqe. 

- asinu Torpedo (purple) 

3>■ icdsch-Arc* is I nndnrst - kc 
'"■Asset d h n i =iI v. 'L l attitude /•' 

Ungu ded anti-ship weapons nans me; ru mouse siie t ant hull damage. 

Slide Missile nk I (blue) 

Fahrenheit C ? ear K I 
"Petemin I/' 

Excellent damage to shields, hut useless against hull. Suided. 

Snl*lc fissile -nk: II (dud 
Jelua Systems ..19/5 

" $ 1 . 1 -p i n i", a c. core rg to Star f ghter Week y/ 1 
Disintegrates shields, hut coes no damage to hull. Guided. 

HU Missive mfc I 
F rl i h el OR AIV - SI 7 caf Cutter 
'"A Classic - accept no substitutes/' 

Heavy hull damage, may bring down weak sh elds too. Guided. 

Hull Missile mk It 

Hekyon / A, A-A-}, 

"t ixrimpromising and depone able." 

Excellent hul damage, stlI imlted against shields Guided. 

Scarab HDW 

F'eri|-e ion MM-3 Q b Scarab 

"A sp-tad cf six unguIdec rockets :;hli:- i y •ik.saivt hull damage-" 

Not uset *j agains' shluided ’.ui ge.s, however. 

Nanotech Missile (whit:/' 

League Military Industries XI3 
■ Exoerh-sntal guided nis^ leu 
Optimized to attack 3ha'H nr 
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fv lit ;:'.ten TorpeCC tyvhiteJ 

League M Nitary Industr es X'. 1.3 

■ E k pe r i ihc 1 1 d u i igi ded S hta r H a - ■; 11 e ■’." 

Vh stive damage :o biotech she ;ls and hull. 

H hn r,e Dislort Beacon 
■"ODnachet Phase Beacon^ 

Ussd tc focus phsst-shift pulses, Guided. 

BFG Secrndr.ry 
G ;-:n yri iitr- Oaso .15 i L"i 50 5 ■ ■-'> C O 0 

"Antimatter area-pffent weapon cius&s heavy sir elds and hull damage ." 
WARN I Ml-: larg* blast rod ins, n second fuse and unguided. Be :srefu|. 

Cf-ense ~od 

HaJeyun-Da-iciLiaiUi hi>3-9 War hound 

”■Behaves as a small, laser-armed fignter until destroyed or recalled. 1 ''' 
Will seek end attack locked target. AutO'recall whsr target orstreyce 

Defense Pod 

Ntura Manifest \eM-32B Suaid'ar 
"An Assurance of protection, 

Wil orbi. jr d defend lo:l:e:l target unti destroyed or recalled. 

Repair i^od 

BeInprlmc DPR am Easy I lx 

"W II restore shields and iu I o : ocked target "' 

Auto-recall Vvhe i target ful y '€ paired, 

ECM Pod 
Seneme- E -UC3 

■'Wieri -he cp-ing gets tough,, got Geneme-/' 

C re. ca f ghler providing excel lent ar t'-nrssile cafense 

Dedcaker M ssiie 

Neural Manifest MeIV-18A Fx:)n St 
" hi.-y cun run. us. L L ieV canr 0L lice " 

Reveals all c oaked craft w th r, range. 

Flare 

pH'- he ion FC-'_*K- T refly 
"The Original - and still the best." 

D stractS til yr emy rr ssiles v: thin area ol e"e:t. Limited li r e soan 
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Your rating will be displayed ir the bottom riqh hand corner ui the Mission Selection Screen, Starting as a 
<< BEG INNER .-'>, you rrnist destroy enemy trail la attuinuarte sufficient points and rise thnoirch the ratings 
to the ultimate r^nk of *•-'< GRAND maSteR>>, 

F='T=,|ir^k=j='i 

Fighters and Tarks 1 point 

M' c s'-i ips a ic H au I e -5 c 0 0 : nts 
Fleetships ana Sentinels 10 po it. : 


AddTlor.aliy, 10 points >.v i 11 be afwghJsd for eath T h-indent aw i miss ion succesriilly completed. 

Jpon achieving each rank, you will receive a one-cdf cash reward. 

The Deorlefinc Menu for each mission will display additional Guild Information, showing your current rank and 
tho r umber c' ene ny <i I Is achieved in tin 1 iirwkri. 

You will be Informed if vou have moved up in rank and at®B il new weapons or player craft have b*en jr oexed 
by you t promotion. 

r T'Lii ■ ■'i £EE. r 1 \Ei Er? 

i- N b M Y K 3 L LS = M CRE POJ NTS H : G -I C 3 R AT INS. 






Always read the mission b'mfings bentering a mission and refer tv the objectives In the In-Game Menu, 
Mission briefings are issued Drier :o each active nhtssion — you must understand your objectives before ending 
mi combo r.. 

Spend aii <*dS'. some of your bounties and rewards on upgrading year ships and weaponry? 

|i ynu ini' mis I 's ii a intesior, you will iave -u buy some more ic replace their afterwards 

Each type of missile takes no 1 hard-point, no matter how many ttissiles of that type you have. 

Lasers are grtupjd by type and mk. You can have up to three nf uadi Lyue and ink. Obviously lower mk lasers Of 
the- same type are redundant and should be sclu Lu recoLp some of their cost. Each laser you buy will take tip l 
hard point so you wil have Lo sell die older mks to make room for the new versions. 

Ii you find titer. you have rutdalorf lor unwanted) equipment then se I if and get sene money Lock! 

While General Purpose (GP) Lasers are all well and good,, a ctimbMartiiHi ft 1 A nt.i-Shield (ASJ and Anti-Hull (AH) 
Lasers car oe far inoru deadly. 

Use the Reverse Thrust facility to improve, your turning circle. Brake ins Lardy by s'mu taneous y using the 
- ftE V ESSE i HR JST > > and • : f 0 ft WA RD THRUST; 

Use the R<tar View and Launch Secondary w?-ip<»ns buttons simultaneously to fire a fare fast; 

Look for turrets and weakspots cn large craft, especia ly Sentinels [these are highlighted by a RED triangle cur¬ 
sor I r HUO targeting). Missiles are tsp^dafly effective against turrets and weakspots. 

>>■ to find I: lire spots when attaedny large crafL i r ' ibc-y cannot see yon they cannot hi; you! 

M ssiles vail' only home in or a target if the target has been Locked On tc 

Use afterhurr ers to escape from tricky situations gu ckly, particularly useful during degfignts. 

Plaync «ntr winning all the missions in a system ant trying for the maximum number of lolls will increase the 
likelihood of becoming a Grand Master in the rating system. 

EMt Jump gates w II rema n open until you esiit through them - they have no time I In t 

And finally, don't stay in one piece for Loo long, you wil draw fire - sitting ducks make great targets. 
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PSYGNQSIS UK 

PKSLMJC-R 

LEAP PRZIGRAVIIVFP 

HkUUkAWE AE 


LEAP AF T|S~s 
AFJTF5T 5 

LEAD GAME DESIGNER 
&ESTGME35 

ADOtT[OWA-_ pliO(jI?AW M!Mt 
FMV.-1M GAME r.I.IS •; 


fN-GAME SF* 

E^ECUttVE PRODUCER/ETLDLC MAWAGE'S 
■I "AH F^Hi-iAV.L'b"? 

I LAD PRODUCER 
HEAD DESIGNER 
: AD ARf IS 

NETWORK AG.7IM HA'DH 
OFFICE MANAGER/PA 
A ££ I STAfJ TCT [C L M A N AG L -! 

: |Y:V 

w v d i -■ i (.: • i d av 
r W V RrTTFrJ FiY 
=IY v ANIMATORS 
Ft/V SFX 

V I sh ^!tCGft 3 :kU ECHNICtAN 


"Big' r L'jn SeiKmEns 
Vi ike L i He ^ 

CtsmTiE Ea>d, Sifticri Gun-U ,. .luli.iri G:i iJ, 

Dd'/r K-3"yird. -'E-.f Sl’tSSiird 
G - T -. • R'.-.u, Shr H. | .| 

Roger Coe, Andy lli.nwn, Pets Owen-James 
Shnarr Sfat'orti 

Joey Cc-lb, Marl: Jr?en. Stott \e, or, Wayne Pai-«iri5 

Pf-.* Hr. ‘•-"■'-r, Gareth Prstce 

CompoSS'.i and rii'Jii :-i ti ; Gar\ LieKf . 

: .idiiSUd and i: ehestrated by Easr Sbi-:rUint 
Performed by Midland Symphony 0rc-it:lui 
Loader' Johi PHi: 

Gary MeP.i 

Jonathan Freedman 

Sam SrOsivi 
Phi OuirRo Webster 
Paul Wa.ls:r r 
Mi l-:..' iVestcolt 

EllilV, 

v.s-ty D:rr:.re 
H .•.J m Lai Pictures 
Matt ’sVoed 
'J i4; Gnr nil 

Matt Wwid ( Jdhd Lotnsv, Rsy = leldtn£. John Haekkttn 
T-il ScundShe a 
I? kh-a rd Joseph 








GAS1 NG LI SECTORS 
CENTRA! PRODUCT LI A N AG ER 
MAMAL ANL PACKAGING IL K I 
QA M AN AG E R 
A$SES IA "I I QA MANAGER 

i f 40 i r n 'T r 
ALPHA TEj _ CRS 
RFTA TF'-EF' 

SPECIAL THANKS 0 

SONY COMPUTE^ ENTERTAINMENT EUROPE 

C.I "JI iAL PRODUCE MALACER 
CENTRA! Pk 
LK PR 

PACKAGING DESIGN 
PRINT CC.-OR DIN ATOP 
MANUAL A P L1 li J VA L 

US PUBLISHING TEAM 

I ' ROD L CT MANAGER 

PR MANAGER 

"■S COORD IN At I H 

MAMAL LAYULI r FOR IT- U S 

OPERATIONS AND CRIeATIvF SERVICES MANAGES 

AUDI 11.: A L SUPPORT; 


SPEC1A THANKS TO 


Jeremy Zimmcrm.inn, Aicxu i ■ muy 
L>&.vii Pa ma 
Pi si:I Ci:tiu-ii 
(jeolt R$nS 

Dnve Fr'kifi' : nivR4 S .1 PJsftttFSOlt GUfjf $psnpST 
Jenny Newby 

Al.ni. ;.t::Ar.|-:', Cnlln ftiir-i, Mai: br; 

Richard ~i mi ina | a than v< j, Jonathan .V^n- 
tiin i Re*- ... J t Col as 

a.rzy ; IV.. Nine Gel -: &. N ho'e Adams Jt*- Cu il iw, 
Nic* Hece as 


Kevin McStis'-ry 
Unogan baker 

llh i.il'.in h.d rullSr 

James P' pp?n 
jassks Godfrey 

Lee Travers a rtf Stephen GhWftths 


Sjsar Campbc I 
Cear -.lie Panther 
t-.- Lehrjvesh 
Wdrihoi. Lesion Sraup 
Vi oniLn-e Gulley 

Ei k Hcmrich, Camfacc 1 McDonald. lAellisA ftnl'ia, CanaOertell 
ChaJ Benesh Janies oil Wang, Mo yllir-thry, rjffariy brueggmaiMi 

Ygal tor Ills contribution to the Colcny vV=: > ■ Stn'rt 
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MIDWAY HOME ENTERTAINMENT INC, warrants to the original purchaser of this Midway Home Erier- 
tainnent Ice software product that :he medium on which th s computer program is recorded is free from 
defects n materials and workmanship for a periec of ninety (£0} days from the date ct purchase. I'his 
Midway Home Entertainment Inc, software program is sold “as is," without express or implied warranty 
damages of any kind, and Midway Home Entertainment trie, is not liable for any losses or damages Of 
any «ind 'esuhing hum I he use of th s program. Mdway Home Entertainment Inc. agrees for a period o : 
nineny (90) days to either repair o^ replace, at its option, free of charge, any Midway Home Entertainment 
Inc. software product, postage paid, with proof of purchase, at i& Factory Service Center. 

This warranty is not applicable to normal wear and tear. This warranty shall not be applicable and shall 
he vo d if the defect h the Midway Home Entertainment Inc. software product has arisen In rough abuse, 
unreasonable use, mistreatment or neglect. THIS WAHHANIY IS IN LIEU OH ALL OTHER WAR¬ 
RANTIES AN J NO OTHER REPRESENTATIONS OR CLA MS OF ANY NATURE SHALL BE E ND- 
ING ON OR OBLIGATE MIDWAY HOME ENTERTAINMENT INC, AN V IMPLIED WARRANTIES 
APPLICABLE TO THIS SOFTWARE PRODUCT INCLUDING WARRANTIES OF MERCH ANTABILITY 
AND FITMESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY ( 90 ) DAY PERIOD 
DESCRIBED ABOVE. 

IN NO EVENT WILL MIDWAY HOME ENTERTA NMENT INC- RE LIABLE FOR ANY SPECIAL, INCH 
DENTAI , OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR MAL¬ 
FUNCTION OF THIS MIDWAY HOME LN I LH TAINMENT INC. SOF I 'WAHL PRODUCT. 

Sor e states do not allow limitations as to now Ic-rg an irrpliec warranty lasts and/or exclusions or limita¬ 
tions of incidental or consequential damages so the above limitations and/or exclusions of liability may not 
apply to you. This warranty gives you specific rights, and you may also have other rights which vary from 
state to state. 

Midway Home Entertainment Inc. Midway Customer Support 

RO. Box 2097 903 874-5092 

Corsicana, TX 75151-2097 1 0:O0am - 6:30pm / Central Time 

www.midway.com: Monday ■ Friday 

Automated help line open 24 hours a day 




Midway Homn Enfcrliilnirient 
P.O. Bcw 3W7 
Corsicana, Ti 7S151-2fl9fr 
wWw.midwBy.dfMn 


Colony inters Red Surt®aflM p&ygnnpjs Ltd. Colony Viters Red Sun. Piygttt&iS and Ihc P&ygnasSs logo are T ^er® 
ui PsynnsEls Ltd. Published under license lrbm PaypnoAfa Lid. MIUWAY Is a registered liAtfemark of Midway 
Amusement Games. LLC. Distributed |jy Midway Humic Enlertflinttwru irlC, 

Lipen'sed fay Sony.Computer Entertektmttti America lor use with 1 tic PlayStation game console. PlayStation and Uw 
PlayStation logos aieregissw-cd trademat Its al Sony Computer Entertainment Imc.Tite ratings Icon Sr a liwWnilhor 
IN Interact™ Wghel Software Association Manufactured and printed rn IfaeU.SJl. THIS aOMUtfARE IS COMPATIBLE. 
WITH PLAVSTATIOM GAME CONSOLES WITH THE NTSC WC DESIGNATION. U.S. AND FOREIGN PATENTS PENDING. 
DUALSHOCK ?Sa trademark «F Sony Computer Entertainment kip. 
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